
yuue, upon cl tinve in a Land for cunrcvfi 
there Lived three, young men-* Brothers 
were,/ and, the^ Lived, with their father who was 
their tLn% villages /VLaster at Arms. 

Owce. their djxil^ duties were, 
axixiorn^lished,/ each Y crun ^ man, would, pursue, a 
course of relxi^uition, according tcr his rvature, 
hhrvvexrer/ they^ eaxih hneyo the tinve would, scran, 
comje when, relafcation, would, give vxra^ tcr 
training for their Lures' arnlritionS' 

Julian-/ the. eldest, would pursue, 
games of battle (r£ fanning himself as a 
great warrior/ or an adrniral an the high 
Seas engaged, in, fierce, cornlrcdt against 
fearless marauding pirates. He. vaauLd 
run, and shoMt as he Zjealousfy 
defeated, one- brnxiginxu^fxre, after 
another. XVithin cl year/ Julian- 
would begin his training as an 
apprentice, under his father/ 
Learning the. skills of swordsmanship- and 
Strategy. 




Vhilli^/ the scxumd (rrother, was 
often^frunJi engaged, with the txrwnsfAh./ either 
traAing shar^- wit / or garnlAlng at 
{{ice/ cl game with, which, he hxud 
great shill anJL cl sharp- eye. He had, cl 
kjxxJLcJ^jxrr always getting what he 
wanted,/ whieh, maAe people. 
Selclcrm trust hirn,. His 
apLprejxtixieship- wxruld, (regin, in, two 
years / cuvd, it would, (re. tcr the xnllage 
falcxnyer/ who trained, the ferae 
hxunting birds* 

Kexnn,/ the youngest, founds 
delight in, wandering thrcrugh Local 
fields amd, glens . His heaxL would, (re^ filed, with, 
fanciful stories, clyuL vivid, irnxugin^tions * 
Thrcrugh his wanderings / he 
carried cl pxrux^full erf LrreaxL 
crusts/ and, anirnals would, follow^ 
after hirn, tcr eat from his pxihrn* 
Kexrirvs future. was uneertaln,/ this 
gentle y^wg mam had, yet tcr decide what 
direction, his Lifers arnhitixrvxs would tahe hirn,* 






rlowexrer/ an, extremely 
long and, harsh winter that 
ended, in cufejelAe and, erratic. 
Spring changed, the futures for 
the, brothers* Inhere, were, many 
crop- failures in the- land, and food 
was scarce all over, yet this was not 
aLL/r there, were, greater trilntiations 
yet to come. The, King S KangerS/ 
wardens of the forest and 
wiLderlanAs / had, reported, mass migrations of 
ogres and, goiAinrrnenfrom the far northern, 
mcruntxhins - They traveled, south towards the 
central Lands / scouring the land, for food, 
destroying ali in their 
w^ahe. 

Then, owe 
night / as the xndLage 
[ay asleep, cl strange/ 
mysterious thing 
oconxrexL. An, eerie chill 
passed, thrcrugh the 
timbers of the small 
town/ and people. 
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skiver ed in, their (reds unexpectedly as 
a bong/ inhuman wailing was heard 
coining- from tfve street. When the 
townsfolk, peered Jrcmv their 
windows, they saw a dark., flooded 
fgure, apparently flo^ating^ above 
tfte ground as it moved through the 
midxLLe of tfve village. As tfve folk, 
watehed, a arid seemed tor pull at 
their spirits, draining away their vital energy. 
Behind, the darh figure, marching in ranks, 
was an army of dead, corpses, and, animated, 
sheietons* Armed with swords and, maces, they 
(regarv performing some hideovts ritual, which. 

Lasted, tiLL dawn. 

That 

morning, a meeting of 
the townsfolk was 
The mayor was puz rled, 
over the nights extents, 
(rectus e for many years tfve 
v r illage had, kept within 
their tin^ shrine a powerfuL 
talisman against such, esriL 





Spirits* This talisman was a smalL carving of a 
(rulL which, was (relieved, to have a spirit that 
was too strong for any undead creature to 
endure. The tytestion was soon 
answered,, however, when it was 
discovered that the talisman, had 
disappeared* It had, (reen stolen 
from its shrine^ 

The ruefct after no~orv, a (rand of 
go(rhwmen raided, the, village. Itntrained in 
comlrat, the villagers put up a. slipshod defense 
that resulted in.tfve slaying of 
many the golAin^men s wickedly 
accurate (rows* 

The mayor faced, 
th^ father of the three (nrys 
and said, U As master at arms, 
you must get help. Go swiftdy to 
the, city of /VLarheim and, 
retyvest aid of the King* if tfve 
King cannot help, seek tfve 
guidxixu^e cfthe Kzd, Knight; he is the protector 
to our land and, wilL (re alrLe to defend, us " 
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A. weeh pecssed,/ and the. mxLster at 
arms da nert return- ~l~We. viiLcccfe was 
dejcirnxxted (rg repeated attcLchs the. flo(Alnr 
men-* 

EvejttuaiLy We- did returrv/ 
StcLfffferincf into- town/ (rarely aide, tcr heep. Wis 
feet. He hxuL tahen, cl serious (relly wound/ ciS 
well as (rLrws tcr the. (vend. T^e (rrothers Welped 
their father inter the. cottage and outer fiis (red 
tcr nurs^ Wis wounds. 

"Aty Sons) 9 We, Said,/ "l (iceve Little, 
time. Left/ and much tcr telL. An, evil 
Nejcrcrmxincer Was thxeatened tcr destroy alL 
unLeSS we, sulrmit tcr Wis will and p°y tribute* 
~L~We. King cannot Welp- us; Wis 
dxLueJ~Wter Was been, hidnxLpped and 
We. is afraid tcr act/ Lest sWe. be. 
terrtured and killed" 

iC Wkatoftk^KeA 
KniffWt?' ashed Julian* 

iu TWe. KnicfWt of 
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Vermillion cjxnsvot 
be found. It is 
feared We, is sLdin,* 
T^te KlejzrorhtxLncer sketches Wis finders over the 
whrrle. of this Land/ while, darh wraiths wail 
inter tdve niflht with th^ir sheleton, servants, 
uneheuched by cuny Wxrer. Qcrlrhns and, crcpres cure, cl 
constant rnjenrcce^, and dxrenrc is upon, us " 

"VLease dxrnt die./ father/ what cclu 
we, dcr? ashed, Kjevin,. Iru afraid I cxtnnot grant 
yourfrst rectyiest/ whispered the^ father/ "l can- 
der ncrthinxf/ (rut perWrcps Y 01 ^ caj ^ ~c~Were may (re 
cl way cl dcLncf ercrus way, (rut possibLe. /VLany 
centuries cufcr, events similar tcr these were 

prcrphesied by /\Aallrareth the. Seer. 

XWe. prophecy describes 
Severe tytests that must (re 
completed ire order tcr 
defeat the. enemy you, must 
fnd the. weapvn, that wi(L 
destroy Wirn,* you must fnd Wis stronghold, you 
must pass the. (rarriers/ each of which wiLL 
rectyiire cl special tcr hen. you must retrieve the. 
^Talis mxLU/for I hncrw now- that We- keeps it with. 
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tyunv cdt all tirrves. There, is mxrre. tfuuv that you 
must dcr / (rut I hrurnr it rvot...p&ha~ps you mxvy 
receive, the^ advice alvng the- WWjfc 

^Xhere. are. things Y<?%i> should hncrwi 
I had (urpcd that: I ccruld texcch you these, things 
in their propter tLnve./ but nowr. . . I 
growr weah* Ccrnve, clo~ser.^(^ijixi^kly 
... I must explain* There, are. 
mxiny artifacts^ mxigical charms 
Left crver from the^ ancient days ♦ 
yirvt willfind tavern, cnv ytour 
j/rurney* • • everyone, wfur travels &%> 
this Ixinjl finds at Least owe. or tnnr. Rach tcrkjerv 
can, (re. used only crnc^/ scrnve. are. for 
transp-or tuition-/ sonve^for navigation* Hrr 
e^cajmJple^/ gold rings control tirnje.. Some^ alLcrnr 
you tcr see, in, tlye. dark., others allow you 
tcr see what is hiddesv* GLass 
vials cxrntain a pxrwerful 
restoratLve^ elixir. At Least 
one, tohen is associated, sornjehxrw- with 
rochs/ and orue. is a pxrwerful spell crf 
djeathfor alL Lesser creatures* 
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"There, are, other kinds erf ancient 
artifacts as welL These, you must 
find,* Th^y have, wo powers of their 
own/ but rather entitle, the^ (rearer 
tcr certain privileges. Wfur is tcr 
execute these, privileges I dont ctyute, 
understand** . [rut enjough/ go~ tcr the. 
chest near tlve, (red/ there, are. some^goLd cxrinS} 
divide thxm, cunxmg yourselves ♦ **ncrw I must say 
goodbye. my sons • . . mxvy you havc^fxrod/ fortune, 
and a good Life^' When the, master at arms 
finished these. sayingS/ (lis spirit departed,* 



f PLAYERS 
INSTRUCTIONS 

THE GAME: 

Once the disk is loaded the first thing you will see is the 
credits page, and then the introduction screens. These may be 
skipped over by pressing the space bar. 

Once the introduction is complete, a screen will be displayed 
requesting you to answer three questions. The questions all 
refer to a magical prophecy, which has been inscribed in the 
border design of the supplied playing map. Once the questions 
have been answered, it will take a few seconds to load in the 
game data. After that, play begins immediately. 

MOVING THE BROTHERS: 

To control your character, use either the mouse, joystick or 
keyboard. You can use any of these at any time; no command 
is needed to switch over. 

On the bottom right corner of the display there is a compass 
with eight points. These represent the directions you can move 
your character in. 

To use the mouse, place the pointer over the compass point 
that represents the direction you want to go. Hold down the 
left button to start the character walking. Release the button 
and the character stops. You can move the mouse while 
holding the button to change direction. 

To use the joystick, press the joystick handle in the direction 
you want to go. The character will move in that direction. 

To use the keyboard, use the numeric keypad on the right 
side of the keyboard to control direction. Ignore the numerals 
printed on the keycaps; use the physical position of the keys 
only. For example to move towards the top left, press the top 
left key on the keypad (the T key). Only the keys 1-9 are used 
in this manner. Release the key to stop the character. 



COMBAT: 

You can attack in the same eight directions as you can walk. 

If you are using the mouse, hold down the right mouse 
button to attack. If you are using the joystick, use the fire button 
to attack. If you are using the keyboard, the '0' (zero) key on 
the numeric keypad is used. Note that attacks are directional; 
you must be facing towards your opponent to hit. Direction of 
attack is controlled the same way as movement. 

NARRATION: 

On the bottom right of the display you will find the narration 
scroll. This provides a running commentary of what is happening 
in the game. It also displays the character's current scores. 
There are five scores: 

• Bravery (Brv) represents a measure of the character's 
courage, and contributes to the character's prowess in 
battle. 

• Luck (Lck) helps to save the character from an untimely 
death. If a dying character has enough luck, a good fairy will 
come and heal him and transport him back to the last safe 
place he was at. 

• Kindness (Knd) helps the character communicate with other 
figures in the game. If the character has a low Kindness 
score, they may even refuse to speak to him. 

• Vitality (Vit) is a measure of the health of the character. When 
this score reaches zero (as it can through wounds or 
drowning) the character will die. 

• Wealth (With) represents how many coins the character has 
in his pocket. 

OTHER COMMANDS: 

Between the narration scroll and the compass you will find 
the command menu. This can be activated by the mouse (by 
clicking on the appropriately labeled bar) or by pressing an 
equivalent key on the keyboard. 

The first five options (in blue) can select which of the five 
different command menus you are looking at. Below is a list of 
all the menus. After each menu, in parenthesis, is the equivalent 
keyboard command. 

Items: 

• List (I) show a list of all items carried. 

• Take (T) take an object lying on the ground or off a dead 
character's body. 

• Look (?) Look for hidden items. 



• Give (G) Give an item to someone else 

• Use (U) goes to a sub-menu which asks which of the 
following items you want to use: 

Dirk ( 1 ) put away current weapon and draw dagger. 
Mace (2) put away current weapon and draw mace. 
Sword (3) put away current weapon and draw sword. 
Bow (4) put away current weapon and draw bow and arrow. 
Wand (5) put away current weapon and draw magic wand. 
Key (K) use a key. Goes to key color sub-menu. 

(K1 ) — use gold key. (K4) — use red key. 

(K2) — use green key. (K5) — use grey key. 

(K3) — use blue key. (K6) — use white key. 

Magic: 

There are seven different kinds of one-use magic items that 
you will find. Selecting an option under this menu will use up 
one of the selected kind of items. It is up to you to figure out 
what each item does. The function keys are used as keyboard 
equivalents. 

Stone (Fl ) use a blue stone. Totem (F5) use a bird totem. 
Jewel (F2) use a green jewel. Ring (F6) use a gold ring. 
Vial (F3) drink a glass vial. Skull (F7) use a jade skull. 
Orb (F4) use a crystal orb. 

Talk: 

The options are Yell (Y), Say (S) and Ask (A). 

Buy: 

These commands will only work in the presence of a 
character who is selling something. The options are: 
(O) Buy Food (W) Buy Sword 

(R) Buy Arrow (B) Buy Bow 

(8) Buy Healing Vial (E) Buy Bird Totem 
(C) Buy Mace 

Game: 

• Pause (spacebar) pause the game. 

• Music (M) turn off or on the music. 

• Sound (F) turn off or on the sound effects. 

• Quit (Q) quit or save game — goes to sub-menu 
asks if you want to exit or if you want to save the game. 
If you choose save, it will ask you to select a save area 
(see Load below). 

• Load (L) load a previously saved game goes to a sub-menu 
of 8 save areas, labeled A-H. Click the mouse on the area 
you wish to save the game under. 



HOW TO WIN: 

To win the game, you must defeat the necromancer and 
recover the talisman. To do this will require that you perform a 
number of great deeds. You will need special magic and help 
to accomplish your goal, and these will be discovered in the 
course of your adventures. Clues can be gained by conversing 
with the various characters you meet throughout the game. 
You can also converse with monsters, however their 
conversation tends to be limited and not at all interesting. 

Some Hints: 

Don't be discouraged if you don't seem to be getting 
anywhere at first. The playing map is huge (144 screens tall by 
100 screens wide) and it will take you a long time to explore all 
of it. There are a number of very interesting places on the map, 
but it may take you a while to find them. Roads will generally 
lead you somewhere, however, there are a lot of buildings and 
other important places that are not near any road. 

If a character you meet does not immediately attack you, it's 
probably friendly. Probably, Another thing: don't be fooled by 
appearances. 

There are a couple of magical animals that you can find that 
will help you as well, in certain cases. 

Note on Copy Protection: 

Yes, the disk is copy protected. Normally the Microlllusions 
policy is to put copy protection on games only, and not on 
business or educational software. This is because games are 
the most heavily pirated programs, and because nobody's 
business or personal life is going to be seriously damaged by 
the inability to back up a game disk. We are sorry if this is an 
inconvenience but unrestricted copying of programs is a big 
problem for us and it is not financially feasible to release 
unprotected games at this time. 

17408 Chatsworth St., Granada Hills, CA 91344 
inside CA 818/360-3715 • outside CA 800/522-2041 
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COPYRIGHT AND 
WARRANTY INFORMATION 

Limited Warranty: This software product and the attached instructional 
materials are sold "Ab IS," without warranty as to their performance. The 
entire risk as to the quality and performance of the computer software pro- 
gram is assumed by the user. 

However, to the original purchaser of a disk prepared by 
MICROILLUSIONS and carrying the MICROILLUSIONS label on the disk 
jacket, MICROILLUSIONS warrants the medium on which the program is re- 
corded to be free from defects in materials and faulty workmanship under 
normal use and service for a period of ninety (90) days from the date of pur- 
chase. If during this period a defect on the medium should occur, the me- 
dium may be returned to MICROILLUSIONS or to an authorized 
MICROILLUSIONS dealer, and MICROILLUSIONS will replace the medium 
without charge to you. Your sole and exclusive remedy in the event of a 
defect is expressly limited to replacement of the medium as provided above. 
This warranty gives you specific legal rights and you may also have other 
rights which vary from state to state. 

THE ABOVE WARRANTIES FOR GOODS ARE IN LIEU OF ALL WARRANTIES, 
EXPRESS, IMPLIED, OR STATUTORY, INCLUDING, BUT NOT LIMITED TO, ANY 
IMPLIED WARRANTIES OF MERCHANTABILITY AND FITNESS FOR A PARTIC- 
ULAR PURPOSE AND OF ANY OTHER WARRANTY OBLIGATION ON THE 
PART OF MICROILLUSIONS. SOME STATES DO NOT ALLOW LIMITATIONS 
ON HOW LONG AN IMPLIED WARRANTY LASTS. SO THE ABOVE LIMITA- 
TION MAY NOT APPLY TO YOU. IN NO EVENT SHALL MICROILLUSIONS OR 
ANYONE ELSE WHO HAS BEEN INVOLVED IN THE CREATION AND PRODUC- 
TION OF THIS COMPUTER SOFTWARE PROGRAM BE LIABLE FOR INDIRECT, 
SPECIAL, OR CONSEQUENTIAL DAMAGES, SUCH AS, BUT NOT LIMITED TO, 
LOSS OF ANTICIPATED PROFITS OR BENEFITS RESULTING FROM THE USE OF 
THIS PROGRAM, OR ARISING OUT OF ANY BREACH OF THIS WARRANTY. 
SOME STATES DO NOT ALLOW THE EXCLUSION OR LIMITATION OF IN- 
CIDENTAL OR CONSEQUENTIAL DAMAGES. SO THE ABOVE LIMITATION 
MAY NOT APPLY TO YOU. 

N.B. After the warranty period a defective MICROILLUSIONS disk may be 
returned to MICROILLUSIONS with a check or money order for $5.00 U.S. 
currency for replacement. 

Copyright: The enclosed software product is copyrighted and all rights 
are reserved by MICROILLUSIONS. It is published exclusively by 
MICROILLUSIONS. The distribution and sale of this product are intended for 
the use of the original purchaser only and for use only on the computer sys- 
tem specified. Lawful users of this program are hereby licensed only to read 
the program from its medium into memory of a computer solely for the pur- 
pose of executing the program. Copying (except for one backup copy on 
those systems which provide for it)-duplicating, selling, or otherwise distrib- 
uting this product is a vio'ation of the law 

This manual and all other documentation contained herein are copyrighted 
and all rights reserved by MICROILLUSIONS. These documents may not, in 
whole or in part, be copied, photocopied, reproduced, translated, or 
reduced to any electronic medium or machine-readable form without prior 
consent, in writing, from MICROILLUSIONS. 

Willful violations of the Copyright Law of the United States can result in civil 
damages of up to $50,000 in addition to actual damages, plus criminal pen- 
alties of up to one year imprisonment and/or $ 1 0,000 fine. -=i 
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